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WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER 
ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights. Exposure to certain 
patterns or backgrounds on a television screen or while playing video 
games, including games played on the PlayStation 2 console, may induce 
an epileptic seizure in these individuals. Certain conditions may induce 
previously undetected epileptic symptoms even in persons who have no 
history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience 
any of the following symptoms while playing a video game — dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, 
any involuntary movement, or convulsions — IMMEDIATELY discontinue use 
and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 
type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the 
controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

¢ This disc is intended for use only with PlayStation 2 consoles 

with the NTSC U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint- 
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 


Taste Or Contents 

GetEnG are. iio eed od ene 
MG WGR yee es c.f Niro dese apenas 5. okoh henge ean 
METIS rONS 036 c3-s scseta c-cd tet assem coe teak 
Starting Up ..2:--..-.- esse veceecee ekenensesetancncseserscneseen ens eedeeyanes 
AUOGAV Een tx ae oh ere thee Ts eh oke Come ie 
Game Options gl, Suk Pec sn shane caer a evan bane cones 
Players <:..:: MMMM OMMOMOIRROU ss saeoysqnsces oiseesdee 
Name Entry:- ieee rete c... sasene 
Multipkay@hae ce acres seer er a. 2.. 
Game: Gontrolsittsr ee eee ee anaes tcc, 


Gane: MOCeSae aa sie Uren ooo penance oe ee 
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Set up your PlayStation(R)2 computer entertainment system according to the 
instructions supplied with your system. Check that the system is turned on 
(the on/standby indicator is green). Press the OPEN button to open the disc 
cover. Place the NRA Gun Club PS2 disc with the label side facing up in the 
disc holder, and then close the disc cover. Attach game controllers and other 
peripherals as appropriate. Follow the on-screen instructions and refer to this 
manual for information on using the software. 


Memory Carp 
A memory card (8MB)(for PlayStation®2) with at least 253KB of 
free space is required to save progress in NRA Gun Club. 


To save game settings and progress, insert a memory card 
(8MB)(for PlayStation®2) into MEMORY CARD slot 1 of your 
PlayStation®2 computer entertainment system. You can load 
NRA Gun Club game data from the same or any memory card 
(8MB)(for PlayStation®2) containing previously saved data. 


Menu ContTROLS 

Press the directional buttons to browse or cycle through 
different options. 

* Press the < button to select an option. 

* To return to the previous menu screen, 
press the /\ button. 

* Use the right analog stick to scroll informational text, 
where appropriate. 


STARTING Up 
DUALSHOCK'2 ANALOG CONTROLLER CONFIGURATIONS 


L2 button R2 button 
L1 button R1 button 
directional 
buttons 
Z\ button 
left analog stick O button 
(L3 button when pushed down) 
SELECT button X__ button 
ANALOG mode button button 


START button 
right analog stick 
(R3 button when pushed down) 


AAuTOSAVE 

To automatically save game progress and statistics in all modes, 
ensure that the AUTOSAVE setting in GAME OPTIONS is set to 
“YES” Each time an event is completed the game will be saved a 
utomatically. To disable automatic saving, set the AUTOSAVE 
option to“NO” in GAME OPTIONS. 


With AUTOSAVE set to“NO’ game progress and statistics can be 
manually saved by periodically visiting the GAME OPTIONS screen 
and selecting the SAVE option. 


Game Options 


Volume Adjusts the volume of sound effects, voice, and 
music in the game. 


Autosave Turns automatic saving of your game progress 


ON or OFF. 
Save Saves current game progress. 
Load Loads a previously saved game. 
Accept Accepts all changes made in the Options screen 


and returns to previous screen. 


PLAYERS 

When you play NRA Gun Club for the first time you will need to 
create a player profile. Game data such as statistics, certification 
status, and unlockable items will be saved. On the Player List 
screen, press the |_| button to create a new player, then use the 
on-screen keyboard to name your player profile (see also Name 
Entry below) 


Once a player profile has been created, it must be saved to 
the memory card (8MB)(for PlayStation®2).When you play 

the game, your player profile will be stored in the Player List, 
which is accessible from the Main Menu or during the process 
of starting a game. 


To create another new player, press the [_] button while viewing 
the Player List. 


To remove a player, highlight the player to be deleted and press 
the © button. 


To adjust personal settings or view player statistics, highlight 
the player to be accessed and press the R1 button. 


Name Entry 

You must provide a name for each player profile you create. 
This name will be used throughout the game as your player 
name, and all of your stats and personal settings will be stored 
with that name. 


Select letters or numbers from the Name Entry screen to create 


--your player profile name. With the directional buttons, move the 


highlight to the letter you would like and press the < button to 
select.When finished entering you player name, move highlight 
to DONE and press X button, or simply press START button. 


IMIULTIPLAYER 

Every mode in the game supports multiplayer gameplay, 
including Certification mode. Simply start any game, and at 
the Player List screen, create or add additional players to join 
the game (see also PLAYERS and NAME ENTRY). 


In Certification mode, all players in the game are playing for 
certification. In Mini Game mode, there are some restrictions 
on how many players can play. 


Gamep.tay ContTROLS 


Button Action 


R1 button Fire firearm: 
* Press once for single shot. 
+ Press & hold for continuous fire (automatic only). 


L2 button Zoom/Aim view: 
* Scoped firearm — go to scoped view. 
* Non-scoped firearm — go to zoomed Aim view. 


Right analog |° Tilt/aim. In Zoom/Aim view: crosshairs up and 
stick down. (Inverted controls are available as a user 


option). 


R3 button Hold Breath: 
* Steadies aim for limited time. 
* Useable only in Aim view. 


Left / Right Gameplay — context sensitive: 
directional * Move to next location (Practical Shooting based 
button games only) 


Reload firearm (refill clip) — always available. 
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Game Mopes 

Certification Mode 

Certification Mode is a series of shooting courses that tests the 
shooter across a wide range of disciplines. In order to progress 
in Certification Mode, you must complete various courses with a 
minimum score. 


Initially, only the Plinking range is available; the rest of the ranges 
are locked. Achieve Certification in the Plinking range and the 
Bullseye range will be unlocked along with new guns and mini 
games.When Certification is achieved in a subsequent range, 
Trap/Skeet will be unlocked, and when that is completed, Practical 
Shooting is unlocked. 


Guns and Mini Games are unlocked based on score...in some 
cases better items are unlocked by achieving a higher 
Certification level. After you become certified in a course, 

you may go back and play a course as many times as you like 
to reach the highest Certification level. 


Quick Match Mode 

Quick Match mode allows access to the same ranges as 
Certification Mode, but does not require certification to 
enter the various ranges. Choose the range, course, and GO! 


Mini Game Mode 

Mini Game mode provides endless replay value and competitive 
gameplay through an extensive collection of shooting games, 
which are based on other competitive game formats. 


Initially, not all Mini Games are available for play. Become certified 
in additional courses through Certification mode to unlock 
additional mini games. 


Darts 

Players alternate taking turns of up to 3 shots at a dart board, 
attempting to score specific points or hit specific locations on the 
board to win the game over as series of turns, 


301 


501 


701 


ATC 


Cricket 


The first player to reach 301 points without going 
over wins the game. If a player hits point values that 
would reduce their score below 0, their turn will end 
and no adjustments will be made to their score for 
that round. All players must “double in’ to start 
scoring and “double out” to win game. 


The first player to reach 501 points without going 
over wins the game. If a player hits point values that 
would reduce their score below 0, their turn will end 
and no adjustments will be made to their score for 
that round. All players must “double in” to start 
scoring and “double out” to win game. 


The first player to reach 701 points without going 
over wins the game. If a player hits point values that 
would reduce their score below 0, their turn will end 
and no adjustments will be made to their score for 
that round. All players must “double in” to start 
scoring and “double out” to win game. 


Starting at 1, the first player to shoot every number 
on the board, in order, wins the game. The game will 
not end until a player makes it all the way “around 
the clock” 


The first player to “close” all numbers from 20 to 15 
and the Bullseye, and end up with more or equal 
points to opponents, wins the game. Numbers are 
closed by scoring 3 of any number. Score is awarded 
in the amount of the number when a player hits 

a closed number that is not closed by opponents 
already. A player that is the first to close all numbers 
but does not have equal or higher points to 
opponents must shoot open numbers to gain 

more points to win the game. 


Baseball 


Golf 


Tic-Tac-Toe 


The player with the highest score after 9 “innings” 
wins the game. An “inning” is played by each ah 
board. Starting with the number 1, each turn is 
scored based on hit location in the scoring area 

of the number, of all shots taken. A Triple scores 3 _ 
runs, Double 2 runs, and all other scoring areas of 
the number score 1 run. 


The player with the lowest score after 9 or 18 
“holes” wins the game. A “hole” is played by each 
player taking up to 3 shots on a specific number 
on the board. Starting with the number 1, each 
hole is scored based on hit location in the scoring 
area of the number, of the last shot taken. A 
player may take 1, 2, or 3 shots, pressing the O 
button when satisfied with a score. A Double 
scores 1 stroke, Triple 2 strokes, thin wedge 3 
strokes, and thick wedge 4 strokes. Missing the 
number entirely scores 5 strokes, which is the 
maximum score per hole. 


The player who scores 3 X's or O's in a row 
vertically, horizontally, or diagonally wins the 
game. The board is represented by numbers from 
the dart board, and players score an X or anO by 
closing out a number listed in the box. In order to 
place an X or an O in the big game board, a player 
must shoot the corresponding number. Upon 
hitting a number, an X or an O is placed in the 
corresponding box in the game board, and it is the 
next player’s turn. The first player to have 3 marks 
in a line in the game board is the winner. 


Bowling 

The player to score the most points at the end of 10“frames” 

wins the game. A “frame” is shot by players taking turns of up to 

2 shots at a stack of 10 cans, representing bowling pins. If all cans 
are knocked down on first shot, a strike is scored and it is the next 
player’s turn. If fewer than 10 cans are knocked down on first shot, 
a second shot is taken attempting to knock all remaining cans 
down. Scoring is exactly like normal bowling. 


Clay Pigeon Toss 

The first player to successfully shoot the player-set maximum 
number of pigeons wins the game. Players set the maximum 
number of pigeons to be thrown into the air simultaneously, and 
starting with 1, work their way up to the maximum, advancing 
each time all pigeons thrown are shot. 


Shooting Gallery 

The player to score the most points in within the time limit wins 
the game. Players shoot the various targets whizzing by on the 
conveyor belt, scoring different points and affecting the pace of 
the board as well as causing bonus targets to appear. 


RANGES 

Plinking 

The Plinking range tests your accuracy and speed on a variety 
of pistol, rifle, and shotgun courses. Players must score as many 
points as possible within the time limit. 


To unlock the Multi-Course, become certified in all available 
courses. Players become certified in the individual courses of 
Plinking by achieving a minimum score within the time limit. 
Upon completion of the Multi-Course in Certification mode, the 
player is Certified in Plinking. 


Bullseye 

Bullseye shooting tests your skills with both rifles and pistols, 
with all shots being fired on a circular ringed target at varying 
distances, and with different time limits per round. Players must 
score as many points as possible within the time limit. 


To unlock the Long Course, become certified in all available 
courses. Players become certified in the individual courses of 
Bullseye by achieving a minimum score across the various stages. 
Upon completion of the Long Course of both Pistol and Rifle in 
Certification mode, the player is Certified in Bullseye. 


Trap / Skeet 

The Trap & Skeet area features traditional shotgun games in 
which 1 or 2 clay pigeons are shot from various locations. Players 
must hit as many targets as possible across the round or series 
of rounds. 


To unlock the Championship Course, become certified in all 
available courses. Players become certified in the individual 
courses of Trap or Skeet by achieving a minimum score for the 
course. Upon completion of the Championship Course of both 
Trap and Skeet in Certification mode, the player is Certified in 
Trap/Skeet. 


Practical Shooting 

The PS courses will test your accuracy, power, and speed ona 
variety of courses utilizing pistols, rifles, shotguns, and tactical 
firearms. Players must move through the courses, shooting 

all targets as quickly as possible. 


To unlock the Long Course, become certified in all available 
courses. Players become certified in the individual courses of 
PS Conventional or Tactical by achieving a minimum hit factor 
for the course. Upon completion of the Long Course of both 
Conventional and Tactical in Certification mode, the player is 
Certified in Practical Shooting. 


CREDITS 


PRODUCED BY HIGHWAY 1 PRODUCTIONS, INC. 


a 
f “ty Wy 


Special Thanks 


NRA Gun Club is a Highway 1 Production. Original Concept, Design, 
Creative Direction, Production, Project Management and Gun 
| Licensing performed by Highway 1 Productions, Inc. 


Christopher Merritt, Cristie Gates, Jason Morton, Paul Erhardt, Brian 
Herrick, Dennis Kendall, Joe Bartozzi, Yochai Rafaeli, Doug Donnelly 


Executive Producers 
Russ Bullock 

Bryan Ekman 

Team Lead 

Beau Brennen 

Lead Programmer 
Beau Brennen 
Programmers 
Jagdeep Rana 

Curtis Arink 


DEVELOPED BY JARHEAD GAMES 


Sasa Djolic 

Krist Smith 
Randy Cavanagh 
Justin Taylor 
Brian Windover 
Art Director 
Bryan Ekman 
Lead Artist 
Adam Cooper 
Artists 
Matthew Newman 
David Chiang 
Kamil Chojnacki 
Rob Hartley 
Vincent Nguyen 
Tarnjit Gill 


PUBLISHED BY CRAVE ENTERTAINMENT, INC. 


Senior Vice President, 
Crave Entertainment 
Jim Flaharty 

Senior Vice President of 
Product Planning and 
Business Development 
Mark Burke 

Producer 

Stacey Ganem 
Associate Producer 
James P.Wong 

Quality Assurance 
Manager 

Jason Dickson 


Quality Assurance 
Lead 

Chris J. Roth 
Quality Assurance 
Bill Brogden 

Trevor Carr 

Dale Huynh 
Chingyi Liu 

Bj6rn Martinez 
Tyler Morse 

Carlos Perez 

Nick Vela 

Nick Keith 

Holly Sawyer 
Elizabeth Glanders 
Jamie McKenzie 


Michael Kessler 

Gavin Goulden 

Sunni Maghsoudi 

Xing Wei 

Van Do 

Lincoln Hughes 

Level Designers 
Adam Cooper 

David Chiang 

Rob Hartley 

Kamil Chojnacki 
Animation 

Nathan Veldhoen 
Sound Effects & Music 
Sean Kolton 

Office Administration 
Jorge Desjardins 


Director of Marketing 
Services 

Sheri Snow 
Director of 

Brand Marketing 
Doug Panter 
Package Design 
Binary Pulse 
Special Thanks 
Nima Taghavi 
Michael Maas 

Rob Dyer 

Special Thanks to 
National Rifle 
Association 

Mike Marcellin 
Graham Wood 
Talmadge Rutledge 


WIIL.E:SE 
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Uses Miles Sound System. Copyright © 1991-2006 by RAD 
Game Tools, Inc. 


NRA Gun Club contains Gamebryo from Emergent Game 
Technologies, Inc. 


Megon Game Dynamics by Meqon Research AB. Meqon Game Dynamics © 2004 Meqon 
Research AB. All rights reserved. The Meqon Logo is a trade mark of Meqon Research AB. 
The software is provided “as is” without express or implied warranty. 


FIREARM MANUFACTURERS 


Beretta USA 
www.berettausa.com 


SIGARMS 
www.sigarms.com 


Benelli USA 
www.benelliusa.com 


CZ-USA 
www.czusa.com 


Savage Arms 
www.savagearms.com 


O.F Mossberg & Sons 
www.mossberg.com 


Israel Weapons Industries 
www.israel-weapon.com 


U.S. Fire Arms 
www.usfirearms.com 


National Rifle Association 
www.nra.org 


WARRANTY INFO 


CRAVE ENTERTAINMENT, Inc. warrants to the original purchaser of this CRAVE ENTERTAINMENT, Inc. product that 
the software storage medium in the product is free from defects in material and workmanship for a period of 
ninety (90) days (unless prohibited by applicable law) from the date of purchase. The CRAVE ENTERTAINMENT, 
Inc. software program in this product is sold “AS IS“and without any expressed or implied warranties for losses or 
damages of any kind resulting from use of the software program. If the CRAVE ENTERTAINMENT, Inc. product fails 
to comply with this limited warranty, CRAVE ENTERTAINMENT, Inc. agrees to either repair or replace, at its option, 
free of charge, the non-complying product, provided the product is returned by the original purchaser, postage 
paid, with proof of purchase to CRAVE ENTERTAINMENT, Inc. at the address set forth below, When returning the 
product for warranty replacement, please send the original product disc(s) only in protective packaging and 
include: (1) a photocopy of your dated sales receipt; (2) your name and return address typed or clearly printed; 
and (3) a brief note describing the defect, the problem(s) you are encountering and the system on which you are 
running the product. If you are returning the product after the 

90-day warranty period, but within one year after the date of purchase, please include check or money order for 
$15 U.S. currency per disc or cartridge replacement. Note: Certified mail recommended. 


In the U.S. send to: 

Warranty Replacements 
Crave Entertainment, Inc. 

4 San Joaquin Plaza, Suite 200 
Newport Beach, CA 92660 


This warranty shall not be applicable and shall be void if the defect in the CRAVE ENTERTAINMENT, Inc. 
product has arisen through abuse, unreasonable use, mistreatment, neglect or reasonable wear and tear. 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF 
ANY NATURE SHALL BE BINDING ON OR OBLIGATE CRAVE ENTERTAINMENT, INC. ANY IMPLIED WARRANTIES 
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR 
A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL 
CRAVE ENTERTAINMENT, INC. BE LIABLE FOR ANY DIRECT, SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES 
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE CRAVE ENTERTAINMENT, INC. SOFTWARE 
PRODUCT. Some states clo not allow limitations as to how long an implied warranty lasts and/or exclusions of 
liability may not apply to you, This limited warranty gives you specific legal rights and you may also have other 
tights, which vary, from state to state. 


Customer Support 
You may need only simple instructions to correct a problem with your product. 


Call the Customer Service Line at 949-219-1199, 9:00am-5:00pm PST. 
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